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Hey Guys all over Europe, 
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Hlealıy ? A different question would be, 
—, h} hat do you have for 


f| you all are just a rotten bunch of lazy 
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here we are again, the IUG is back. 
EXCITEMENT |! TENSION t HORROR ! 
BUREAUCRACY I No, don't commit suicide, 
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it's Just the third issue of THE . 

-FROBOZZ TIMES, as we promised you, | 
ooer and better then ever !I What do }ü 
Je have for you ? You want to know ? If}; 


r 


s ? Why did we 
get so little response on our 
N competition in the last FT. Is it that 


er 


people ? Or were'nt you able to solve 


F 


that (really easy) competition ? Oh \ 
boy, we all are so disapointed about r 
you. We hope you will do better next f. 
time. But to our previous question, |. 
what do we have for you ? Well, there 
first is a really fantasticly written [ 
review about BUREAUCRACY and, for the EL. 


stupid bunch of you, the solution of } b*. 
last issues Competition. : 


Don't forget our meeting on August |3”° 
29th, in Cologna, Cologne, Koeln, fe: | 
koellen, Alaaf, ..., errr, I mean..., FF 


you know what |] mean ! Watch out for 
further details in HAPPY COMPUTERS ‚ 
August issue. You'll also get more |; 


information and a special invitation II 
from the 1UG, watch out ! 


A knowing one ! 
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EXPERIENCE UNIMAGINABLE TERROR! 


fear. 


(May 11, 1987) 
Unspeakable 


Cambridge, MA 
Ghastly surprises. 


Horror fans have qauivered to the 
chilling classics of Steven King and H. 
P. Lovecraft; shrieked at the 
friohtening images of 'The Shining' 
and 'The Exorcist'. Now they can 
experience, firsthand, their most 


terrifying nightmares whith THE LURKING 


HORROR. Infocom’s first interactive 
horror story. , 
As the main character in THE 


LURKING HORROR, zyou= explore a world 
that riveals your most hideous visions. 
Ever since you enrolled at George 
Underwood Edwards Institute of 
Technology, you have heard stories 
about the old campus basements and 
storage rooms, some so ancient that 
they contain only rotting piles of 
“ unldentifiable junk. You have heard 
about the decrepit underground 
tunnels, crumbling into hazardous 
piles of concrete. And you have vowed 
never to set foot in any of them. 

But tonight, with a bilizzard 
raoing and the wind howling, a strange 
force draws you into tbe dark nether 
regions of the institute. One moment 
you are working on your term paper and 
the next you find yourself awaking from 


a dream (or was it?) -- clutching an 
object that mysteriously pulls you 
downward. 


An eerie sound grows closer 


Author Dave Lebling creates a 
vividly-decriptive story that turns an 
everyday world into a frightening 
web of uncertainty. To give you a 
frighting chance in the slimy 
passageways of the underground world, 
the package includes a copy of 
'G.U.E. At A Glance' (chock-full of 
photos, tips and inside 
information) and a student I.D. card. 
Consider the enclosed rattlesnake 
e9g93= your personal Lurking Horror 
Starter Kit. Infocom fans will 
also notice that a bold, new cover 
design has replaced the familiar 
orey pin-stripe of our previous 
packages. The package structure 
has changed as well. All of the 
elements for which ‚Yinfocpm is 
renowned are included, but ” arranged 
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differently. THE LURKING HORROR 
is Dave Lebling'’s eighth interactive 


fiction release. His precious works 
have won high acclaim and numerous 
awards. in addition to authoring 
SPELLBREAKER, SUSPECT and STARCROSS, 
he co-wrote ZORK I, Il, III and 
ENCHANTER. To further introduce you to 


the popular works of Dave Lebling, 
each “package contains a coupon which 
you can send in to get SUSPECT for- 
only ., $14.95 an exclusive offer 
available only with the coupon. 

The program will be available in 
mid- June for a wide varity of 
computers, including Apple II series 


and Macintosh, Atari AXL/XE and ST 
series, Commodore 64/128 and Amiga, IBM 
PC series and MS-DOS compatibles. The 


suggested retail price is $34.95 Atari 
XL/XE. and Commodore 64/128 and $39.95 
for all otker systens.@® 





CARTOONS COVETESY 
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BUREAUCRACY 


You live on a scrapheap ? You don’t 
have any friends ? Even your wife left 
you ? You have less than no money ? You 
ure not quite shure about your name and 
address ? Than we have the right 
adventure for you. BUREAUCRACY ! No, 
that doesn't mean that we are pretty 
bureaucratic, as a matter of fact we 
are but we don’t talk much about it, it 


means that this is the title of Douglas 
Adams’ new adventure (right, that's Che 
guUV from Hitchhikers Guide to the 
Galaxy !>). If you are prepared for some 
detailed questions about your life, 
sex, and friends and ijff you don't get 
upset when you get some nastLy 


answers, join us in playing Bureaucracy. 
Now about the game itself: You have 
moved, you live in a new house without 


any furniture in it, you ask why ? 
well, the removal company did have some 
problems and your furniture didn't 


arrive at your new house. 
But, why worry about such unimportant 
things ? You're going to have a great 


time in Paris at the vacation/trainig 
which is fully paid by your new 
company. All you have do to is to get 
the ticket and wait for the cheque, 
which it is on the way to you. The 


cheque, where is it ? Well there is a 
problem with the mail delivery system, 
which was installed under great effort 
from your last employer, the DEEP 
THOUGHT CORPORATION (?). So, let's take 
a look in other mailboxes for the 
cheque. On your way you will meet some 
very nice and friendly (?) persons, 
like a waitress, an old woman with a 
nice gun, a bird which is very friendly 
to a picture of a politician and last 


but not least you will meet a bank, 4a 
ilama and many more persons. Now we 
continue the game... at least we try 
to, but maybe you are better than we 


ure and so we finish for now. Good Luck 
t (Or should we say "Better Luck "DD 


The Frobosz Times 


Managing Editor: 
Adventure Editor: Robin Goldmann 
Layout Editor: Alexander Horn 
Competition Editor: Robin Goldmann 
Typing Editor: Alexander Horn 
watching Editor: Robin Goldmann 
Spelling Editor: Alexander Horn 
Additional Editor: Robin Goldmann 





Alexander Horn 


Some Texts are taken from the 
STATUS LINE. 
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well 
aın a 
who 
my name is 


NEW RELEASE 

Hi everybody, remember me ? 
perhaps I should help 
small little Robot and everybouly 
knows me, loves me. Well, 
FLOYD and was your friend in PLANETFALL 
and now, three years after the 
Blockbuster PLANETFALL came out, I am 
back to join you in a new INTERACTIVE 
FICTION Story from Infoconm. It is 
called STATIONFALL, the Author is 
Steve Meretzky again, who is the well 
known Author of such great Prograns 
like "WNITCHHIKERS GUIDE TO THE GALAXY”, 
"I.EATHER GODDESSES OF PHOBOS"” and wany 
more. 
Let's 


No, 
you “ .d 


talk about the new Adventure we 
are about to play together. It is 
called STATIONFALL (I think I told you 
some lines before, but I am getting old 
z you know?). From the moment, that we 
arrive at the Space Station you will 
realize that it will not be a routine 
mission, because the place is deserted, 
saved for an ostrich, an Arcturian 
ballon creature and a brainy robot 
naned Plato (Maybe a new Friend ?) The 
captain's log describes a sudden 
breakdown of all machinery and 
finally..., no I wont tell you any 
more, because I don't want to tell you 
everything at this moment. (But don't 
hurry to your dealer right away, 
because he hasn’t got it in Stock now. 
You will have to wait a while). 


L'’li see you,.....FLOYD @ 
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The History of Zork 


by Tim Anderson 


When last seen, Zork® was a small 
game (probably slightly more 
than half the size of the final 
mainframe version) that ran on 
one computer. Although it was 
only six weeks old, and had never 
been advertised, it had a relative- 
ly large user community from all 
over the country. In some ways it 
was better than the classic 
Adventure at this time, but most- 
ly it was the next game to come 
along, and it wasn’t even the only 
contender. 


The characters: MIT-DM, a 
PDP-10 running ITS; MDL (aka 
Muddle), a language that ran only 
on PDP-10s; Marc Blank, Bruce 
Daniels, Dave Lebling, and Tim 
Anderson, intrepid implement- 
ers; and assorted net randoms. 


July 1977 saw two major addi- 
tions to the game, the last for 
several months (we weren’t ex- 
actly hired to write the thing, 
after all]. The first of these was 
another BKD special: Bruce 


didn’t write much code, but he : 
was willing to design problems. ° 


We went to him, and asked for a 
particularly nasty section; the 


result was the coal mine. His 


design was originally nastier than 
the final implementation, since 
the maze was just about as horri- 
ble as the original one in the 
game; it got simplified due to 
popular demand. The problems 
were improving in quality, and 
the coal mine maze was a late ex- 
ample of making things hard by 
making them tedious. 

The volcano section was 
Marc's second vehicle implemen- 
tation, but is perhaps more 
noteworthy for the lpving por- 
traits of Lord Dimwit Flathead 


the Excessive that decorated the 
coin and stamp found in the sec- 
tion. The river (see Part I) and 
volcano sections, in addition to 
vehicles, required a better con- 
cept of time: both the boat and 
the balloon moved more or less 
on their own, and the volcano re- 
quired the use of explosives and 
fuses. Marc added a clock 
daemon, which processed a 
queue of events that would hap- 
pen some fixed number of moves 
later. This handled, in addition to 
the movement of the vehicles, 
the fuse, the lantern burming our, 
and the mysterious gnomes that 
occasionally appear. The first of 
these was in the volcano: if the 
player got trapped in the upper 
reaches of the volcano by losing 
his balloon, after a few moves a 
volcano gnome would appear and 
offer freedom in exchange for a 
treasure. We were just being nice; 
most players weren’t allowed to 
save their games, so they had no 
way of backing out if they made 
such a mistake. The gnome 
allowed them to keep playing, 
albei$ wich no chance of getting 
all che points. 


Even before the volcano sec- 
tion, we’d talked about a problem 
that involved flying; Dave had a 
preference for something with an 
eagle, and its aerie, but we could 
never figure out how to restrict 
things enough — it wouldn’t do 
to have a parallel map of the game 
viewed from the air. Once again, 
we worried about restraining a 
new concept, so the balloon had 
no way of leaving the volcano. 
And once again we were bitten by 
a new concept. When the player 
used che explosives in the wrong 
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by Tim Anderson 
place, and didn’t get out of the 
way, he’d end up with 20,000 
pounds [or was it tons?) of rock 


on his head. This made a certain 


amount of sense in the under- 
ground section, but not out in the 
forest. 

No more sections were added 
to the game for several months 
after July, but it continued to im- 
' prove. In addition, it finally mov- 
ed to machines other than DM, 
: thus greatly expanding the 
number of players. 

Although Muddle ran primarily 
on DM, a version for TENEX (the 
most popular PDP-10 operating 
system on the ARPAnet) had ex- 
isted for some time; the TENEX 
version could, with some minor 
modifications, run on TOPS-20 
as well. We finally succumbed to 
one of the requests for a copy of 
Zork when we were given an ac- 
count on a TOPS-20 machine on 
the net. After we made the 
necessary software maodifica- 

tions, of course, many copies 
could be made; a mailing list of 
Zork owners developed, so they 
could get whatever updates 
appeared. 

Although people could get run- 
nable Zorks, they couldn’t ger 
sources. We tried two approaches 
:to protecting the sources 

[remember, there was no protec- 
tion of any sort on DM): they 
were normally kept encrypted; 
and we patched the system to 
protect the directory where we 
kept the sources (named CFS, for 
either ''Charles F. Stanley’ or 
"Computer Fantasy and Simula- 


tion’'). This worked pretty well,., 
but was finally beaten by @, 


system hacker from Digital: us- 
ing some archaic ITS documenta- 


tion (there’s never been any other 
kind), he was able to figure out 
how to modify the running 
operating system. Being clever, 
he was also able to figure out how 


our patch to protect the source 


directory worked. Then it was 
just a matter of decrypting the 
sources, but that was soon re- 
duced to figuring out the key 
we’d used. Ted had no trouble 
getting machine time; he just 
found a new TOPS-20 machine 
that was undergoing final testing, 
and started a program that tried 
every key until it got something 
that looked like text. After less 
than a day of crunching, he had a 
readable copy of the source. We 
had to concede that anyone 
who’d go to that much trouble 
deserved it. This led to some 
other things later on. 


Players hadn’t been able to 
save their Zorks because the 
method we used at first took 
several hundred thousand bytes 
for each save, and even on a time- 
sharing system that was ex- 
cessive. Marc, around this time, 
invented anew way of saving that 
cut the size down to something 
more reasonable, with the slight 
disadvantages that any new 
rooms or objects added to the old 
game would break existing save 
files, and that it never quite 
worked right anyway. However, 
it did make it easier to play the 
game, and we still had the silly 
notion of being nice to our users. 


Eall '77 saw two major addi- 
tions to the game, as Marc took 
another break from medical 
school (yes, fans, he did graduate 
on time), and Dave got into 
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by Tim Anderson 
coding in a big way. The Alice in 
Wonderland section, complete 
with its magic bucket and robot, 
was installed. The robot was the 
first "'actor,"’ an object that could 
perform some of the same tasks 
the player could. The style of ad- 
dress was familiar: ''ROBOT, 
. TAKE THE CAKE.” The imple- 
mentation of this required 
another change in the game's 
flow of control, and changes to 
anything else that one could 
reasonably talk to. 


The first version of fighting 
was added about the same time. 
Dave, an old Dungeons and 
Dragons player, didn’t like the 
completely predictable ways of 
killing creatures off. In the 
original game, for example, one 
killed a troll by throwing a knife 
at him; he would catch the knife 
and gleefully eat it (like anything 
else you threw at him], but 
hemorrhage as a result. Dave add- 
ed basically the full complexity of 
DD-style fighting, with different 
strengths for different weapons, 
wounds, unconsciousness, and 
death. Each creature had its own 
set of messages, so a fight with 


the thief (who uses a stiletto) ' 


would be very different from a 
fight with the troll and his axe. 


As a result of the purloined 
sources at DEC, a lunatic there 
decided to translate Zork into 
FORTRAN. We had always 
assumed this would be impossi- 
ble: Muddle is very ([oops, very) 
different from FORTRAN,. and 
much more complicated, and 


we’d used most of its features ig 


designing Zork. The guy who did 
it was mostly a hardware person, 
so perhaps he didn’t know what 
he was up against. At any rate, 
shortiy after the Great Blizzard of 


=. 
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'78 he had a working version, in- 
itially for PDP-l1s. Since it was 
in FORTRAN, it could run on 
practically anything, and by now 
it has. | 


Unfortunately, at some point 
in the preceding year we |no one 
will now admit to suggesting the 
idea] had decided to change the 
name of the game. Zork was too 
much of a nonsense word, not 


‚descriptive of the game, etc., etC., 
etc. Silly as it sounds. we even- 


tually started calling it Dungeon. 
(Dave admits to suggesting the 
new name, but that's only a 
minor sin.) When Bob the lunatic 
released his FORTRAN version to 
the DEC users’ group, that was 
the name he used. I'm sure many 
people have noticed a curious 
similarity between the Dungeon 
game they played on their friend- 
ly IBM 4341 and the Zork I they 
played on their equally friendly 
IBM PC, now you know why. 


Fortunately for us, a certain 
company [which shall remain 
nameless) decided to claim that it 
had trademark rights to the name 
Dungeon, as a result of certain 
games that it sold. We didn't 
agree (and MIT had some very ex- 
pensive lawyers om'retainer who 
agreed with us), but it encouraged 
us to do the right thing, and not 
hide our Zorks under a bushel. 


The next section that was add- 
ed was intended to be the last: 
after a player had accumulated all 
the points in the game, he could 
play the End.ıGame, designed 
largely by Dave. This became the 
section of Zork' IT with the 
Dungeon Mäßter, and at the time 
was certainly: the most involved, 
and hardest (as it should have 
been) thing in the game. The im- 
plementation was, if anything, 
more involved than the problem. 
Less than two months later, 
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though, Marc had come up with 
something worse, probably dur- 
ing a boring anatomy lecture. The 
bank section has probably been 
fully deciphered by fewer people 
than anything else in the game; 
even those who solve it on their 
own don't usually understand 
what was going on. Ican only say 
that it makes sense if you under- 
stand it. 


For some time, we’d been get- 
ting bug reports, fan mail, and 
suggestions for new problems 
from all sorts of people. We were 
beginning to run a little short on 
ideas anyway, and one of the 
ideas we got was very good. Dur- 
ing a lengthy dinner at Roy’s, our 
favorite Chinese restaurant, we 
worked out the details of the 
jewel-encrusted egg, purple prose 
courtesy of Dave. Many people 
on the net had long since solved 
the game, but went back in and 
did any new problems that came 
along; one of them had played 
DD with Dave, and called him up 
about a day after the egg was an- 
nounced. ''I've gotten the egg 
opened, but I’assume you losers 
have some nonsense where you 
do something with the canary 
and the songbird.’’ Dave, no fool, 
said ''Cough, cough, ahem, of 
course,’' and immediately went 
off and added the brass baubie. 


The remaining puzzles, the 
Royal Zork Puzzle Museum and 
the palantirs, were added in the 
late summer and fall of 1978. The 
puzzle was designed (several 
times) primärily by Bruce, who in 
theory was back trying to finish 
his dissertation. Finding the 
minimum number of moves re- 
quired to solve it was a popular 
pastime among dedicated Zorkers 
for a wbile. 
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The last (lousy] point was a 
tribute to the final point in the 
original Adventure, which in- 
volved leaving a particular object 
in a particular room for no par- 
ticular reason. When we first 
solved Adventure in 1977, Bruce 
finally figured this out by using a 
machine-language debugger on 
the running game [since Adven- 
ture was not written in machine 
language, this was not easy}. The 
major difference between that 
and our version [a stamp worth 
One Lousy point} is that it would 
be harder to find ours without the 
source of the game. 


The last puzzle was added in 
February of '79. We (mainly I, at 
this point) kept fixing bugs for 
almost two more years — the last 
mainframe update was created in 
January of ’81. No new puzzics 
were added because none of the 
implementers had time or in- 
clination, and because we had no 
more space available: at the time, 
we were limited to a megabyte of 
memory, and we had used it all 
up. The first article about Zork 
appeared in April of ’79, and at- 
tracted a great deal of interest; 
some of this may have been 
because we offered to give people 
the game (if they didn't already 
have it], and gave them parts of 
the sacred sources as well. 


Infocom was incorporated in 
1979 by various people from the 
DM group, including Marc, 
Dave, and me. It was not founded 
to sell Zork; rather, it was found- 
ed to give group members some- 
where to go from MIT. Marc and 
Joel Berez [both exiled to Pitts- 
burgh) determined that it would 
be possible to make Zork run on 
something cheaper than the 
$400,000 PDP-10, and the com- 
pany eventually went along. 
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SOLUTIONS 


Remem ber Our Therighf Aucwers 
Compet: tion In Ou queshrion 5- 10: 
the last FT: 









5, The seller is Ellron (White house in 
Here A rt e L q the clearing). 
ni 6. A MIND FOREVER VOYAGING has three 
So Rn E ouS! | parts, a prologue and an epilogue so 
the answer could by 3,4 or 3. 
1. Corky Crisp is your boss in 7. Douglas Adams was assited by W.E.B. 
WISHBRINGER. *Ered” Morgan and the INFOCOM-Staff. 
2. The name of the cat is CHAOS. 8. You have to be born in Germany on & 
national holiday. 
3, Hitchikers Guide was written by | 9. The name of the coin-up machine is 
Steve Meretzky and Douglas Adams. LEATHER GODDESSES OF PHOBOS. 


&. The name of your uncle is Buddy | 10.You first smell a slice of pizza. 
Burbank. 


FOR SALE: 


AuTuenric Workına ENCHAWTERS 


wAawd. ABoLvTeLT OX. Peıce: 


2000,- zörkmıos. weite TO: 
Glea THE FLATHEAD, P-OBOR AZ, 


BORgFST"@E-.2IER. 


